













Greetings, Salutations... 

In this issue we have another Ruin of the Third 
Age. This time Annuminas, the former capital 
of the of the Northern Kingdom. In addition to 
that we have the conclusion of A Grim Night 
for a Murder. And last, but not least, we have a 
new NPC based on a player character from Lord 
of the Rings Online. 

We hope that you all had a happy and restful 
Thanksgiving. We look forward to hearing from 
you and happy gaming. 

Micah A. Walles (Razor77) & 

Celebraen 

Co-Editors Hall of Fire 
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The Hall of Fire Staff has an announcement that potentially may have a very 
long-lasting effect on the Lord of the Rings RPG community. From the time 
that the Lord of the Rings RPG was launched by Decipher until about two 
years ago the main, and the only really dedicated place, to discuss the RPG 
was on Decipher's forums. Those forums went silent and we believe that, in 
part, the silence is why there has been some decline in Hall of Fire. 

We are proud and excited to announce that there are now new forums 
dedicated, not just to Hall of Fire and the Lord of the Rings RPG, but to all 
works of Tolkien. There is a heavy focus on Hall of Fire and therefore on the 
RPG, but we are hoping to build a community out of these forums. 

It is our hope that, through these forums, we will we build strong 
relationships between all of our readers and, moreover, strong friendships. 
With this community as a base we hope that together, we will be able to 
continue to build on the foundation that Tolkien has left for us and reach 
even greater heights that his lore will be able to take our imaginations to. 

This will be a great undertaking, and possibly more than what the staff of 
Hall of Fire will be able to handle on our own. To that end, we ask that any 
of you that have the desire to help moderate the forums, please email 
forums@halloffire.org and we can discuss setting you as a moderator. 


The new forums can be found at http://forums.halloffire.org . You will need to 
register with the forums to be able to post to them. We hope to see you there. 
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Ruins in the Third Age 

Annuminas 

by Joel Sanda 


Annuminas was where Elendil ruled after the fall of Numenor, built on the shores of Lake NenuiaL It was here 
a Seeing Stone of Elendir (Palantir) was stored. The city was abandoned between TA 250 and 861 when Arnor 
went into decline and the court moved to Fornost.The Silmarillion describes the fall of Annuminas as a slow 
decay, beginning with Earendur, the seventh king, when "they became divided into petty realms and lordships, 
and their foes devoured them one by one," 


The ruins of Annuminas lie about 75 miles north of Hobbiton and Michel Delving, in the ancient kingdom of 
Eriador, The location can also be reached by following the River Brandywine north from Buckland, to its 
headwaters at Lake Nenuial, 


Climate 

The area around Lake Nenuial typically has cold winters and mild summers, with a prevailing wind from the 
west that tends to bring warm and moist air to the region. The areas generally south and west of the lake are 
scattered woodlands, continuing the geographic feel of the Shire northward. Lands north and east of the lake 
tend towards scrub: shrubs, thickets and stunted trees. There is a large area directly south the lake that is a 
grassland; perhaps this area held fields and farms during the city's life. 


Adventure hooks 

Annuminas was restored by King Elessar (Aragorn) after the War of the Ring, so it's not hard to imagine this 
area figured heavily into his imagination most of his life. Certainly well known to the Dunedain and those 
versed in lore in Gondor and perhaps Rohan, it's likely a location known at least in name to most who live in 
and around the Shire, Buckland and Bree - though certainly few would ever have any desire or need to visit the 
ruins. The Elves of Imladris (Rivendell) would absolutely know of the ruin's location and significance. 


• Rare herb or feral crops. The grassland south of the city could hold the remnants of crops that have persisted 
to this day. You could have naturally-reproducing crops of some wheat or even pipeweed that can be 
harvested by anyone who makes the journey. Similarly with an herb. Any plant that pollinates or seeds could 
be a quest in and of itself as someone would hope to find a plant there they could possibly transplant 
somewhere else. 

• Stoneworks will be in ruins throughout the city, and paving stones and other stone artifacts (door and 
window frames, perhaps) could attract some attention as well. Cobblestones used to pave paths and streets 
would be very valuable, if they were pulled up and carried away for re-assembly elsewhere. 

• Books or scrolls unprotected would certainly have weathered, but these same items could be preserved in a 
well-built, and possibly, sealed library. 

• Weapon stores that were properly cared for may still hold valuable weapons. 

THE RUINS TODAY 

The Annuminas of the Third Age is a city largely in ruins and probably infested with goblins, ores, trolls and 

packs of wild dogs and wolves. Because of its protection to the west and south by the Emyn Uial, and the 

presence of abundant fresh water in Nenuial, a sizable population of well-organized creatures can be found 
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here. Simple technologies like doors, wells, fireplaces and 
rudimentary furniture are probably maintained by these 
creatures. 


§ 


When Aragorn refounds the city after his 
coronation, it was in ruins for nearly 2,000 years. 
When designing sites in this setting, consider the 
state of Roman ruins as a guide. Wooden structures 
like docks extending into the River Baranduin will 
certainly be gone, as will any glass windows, cloth, 
and small trinkets exposed to the elements. But 
items sealed in rooms and buried may be found if 
searched for. 


It's likely some stone roads leading to and from the city will 
be present, in varying states of disrepair. After 2,000 years of no 
use, though, these may be more difficult to travel than dirt paths, 
owing to the cobblestones coming loose from weather effects and heaving up and down. Many may end 
abruptly, indicating a former structure that is no longer around, such as wooden buildings or wooden docks into 
the river or lake. 



Fellowship tie-in 

The Fellowship did not travel to Annuminas. 



Allies and Adversaries 

Findaran 

by F. E. (LotRO) 


Findaran hails from the port city of Pelargir in Gondor. As a child, he was abducted during a Corsair raid and 
forced into slave labor on one of their ships. During this time he learned to play the lute, an activity he found 
comfort in. Some years later, he was on a ship that wrecked to the south of Eriador. He was brought up the 
Brandywine by a fellow slave he had befriended, a Hobbit named Buin Steadyfoot. 

After an attack by brigands near Archet, he sought to help defend Middle-earth. Unfortunately, his efforts to 
do so caused him to lose contact with Buin. He began seeking a meaningful way to render aid to the joint 
cause of Men, Elves, Dwarves, and Hobbits in freeing the world from the Shadow. He trained in the skills of 
fighting, learning to defend himself and others. 


While learning to use a blade, Findaran began investigating his heritage. Help from a friendly scholar 
eventually led him to the realization that even though he had been born in the south, his lineage was of the 
Dunedain of the North. This was confirmed by a Ranger who studied genealogy and the Rangers accepted him 
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and began to give him training and tasks. Like his northern kin, he has taken an oath to fight the Shadow to 
his death. 


Physical Description 

Findaran is fairly tall, standing nearly six foot. He has the dark 
hair and gray eyes so many of the Dunedain share. His hair is 
long with a tendency to fall into his eyes. A neatly-trimmed 
beard adorns his face. Like many of the Rangers, his age is 
difficult to determine, though he looks to be in his late twenties 
or early thirties. He bears a well-made sword he has named 
Armegil, Noble Blade. 

Adventure Hooks 

Findaran is looking for ways to help the Free Peoples of Middle- 
earth fight the Shadow. While he can not abandon a task given 
to him by the Rangers of the north, he is very willing to help any 
he might encounter, lending his sword to the assistance of those 
who need it. 



Findaran by lilithiel@vahoo.com 


Findaran (Dunedain) 

Order 

Mariner, Warrior, Ranger 

Attributes 
Bearing: 8 ( + 1) 

Perception: 9 ( + 1) 

Vitality: 11 (+2) 

Reactions 

Stamina: +2 
Willpower: +2 
Health: 10 
Courage: 3 
Renown: 4 

Abilities 

Adaptable (+2 to Swiftness), Dominion of Man, 
Skilled, Camouflage, Evasion, Protector (Bree), Sea 
Legs, Walk Without Trace 

Skills 

Acrobatics 5, Armed Combat 9, Climb 3, Conceal 
2, Craft: Wood working 1, Games 2, Guise 1, Jump 
2, Langauge: Westron 6, Langauge: Sindaran 5, 
Langauge: Umbar 2, Langauge: Harad 2, Lore: 
Gondor 5, Lore: Umbar 2, Lore: Arnor (History) 3, 
Lore: Harad 2, Lore: Race (Man) 5, Lore: Race 
(Elf) 2, Observe 5, Persuade 1, Ranged Combat 8, 
Ride 4, Run 1, Sea-craft 5, Survival: Forest 7, Swim 
4, Track 9, Weather-sense 2 

Edge 

Favour of Fortune, Quick-draw, Tireless, Travel- 
sense 

Flaws 

Duty (Rangers) 


Nimbleness: 8 ( + 1) 
Strength: 9 ( + 1) 
Wits: 11 (+2) 

Swiftness: +1 
Wisdom: +1 
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The Road Goes Every On... 

A Grim Night for Murder (Part II) 

by Micah A* Walles ( razor7 7@halloffir e.or g ) 


At the end of the last article, the adventurers had just come to a burnt-out village- 


The Burnt-out Village 

There is nothing left living in the village. There are a large number of tracks. The tracks are 
from what appear to be a large number of beings going in every direction throughout the village. 
There is no way to determine the exact number or kind of tracks. There is a line of tracks that 
is pointing southeast to the White Mountains. These tracks are also confused beyond the point 
where any real detail can be made out of them. There is not a way to tell whether these tracks 
were made by the force coming or leaving, but since there is not another large group of tracks it 
can be assumed that they came to the town along this path and left it by the same way. 


On a successful Track test (TN 15), a few tracks are found leading to the north and west. These 
tracks appear to be made by small feet. There also appears to be a set or two of heavier feet that 
follow and overtake the small prints. About fifty feet from the village, the small prints stop and 
the heavy tracks turn back to the village. There is no sign of the small prints going anywhere 
from where the large prints meet them. 


Searching the village, very little is found. There are no bodies that can be found anywhere. On 
a Search test (TN 20), a few blades can be found in the buildings covered by rubble. These 
blades are of extremely crude construction. On an appropriate Lore test (TN 5-15 narrators 
discretion), it can be determined that the blades are of orc-make. 


Following the Trail 

It takes until about noon for the players to search what remains of the village. Aside from the 
few ore blades, there is very little to say what truly happened here. The answers appear to be 
down the trail that was left. 


As the sun starts to set, there is what appears to be an abandoned camp site. In the fading light, 
a few fire-pits can be seen as well as the tracks of a large number of beings. If any one wishes to 
search the camp, it will have to wait until the morning. 

In the morning, if a search is conducted (Search test TN 15), two small pieces of metal can be 
found. They are similar in size to large coins but they are much cruder then the coins used for 
trade, also they have foul-looking symbols on them. Any one with a Lore skill related to ores 
(TN 10) will recognize that these are insignias showing what clan a ore belongs to. There are 
two different clans represented by these badges. What they find odd about this is that ores clans 
do not intermingle unless they are being commanded by someone of great power. 


As the players follow the trail, they see several other camps that have been abandoned along the 
path. 
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Conclusion 

At the end of the trail appears to be a still-occupied camp. An Observe test (TN 10) shows that there are 
several ores lying around the camp. As the players get closer to the camp, it becomes apparent that the ores 
lying around the camp are dead. Another Observe test (TN 10) reveals that not all of the ores are dead. 

There seems to be five ores that have survived the carnage and are sitting together at center of the camp 
together. The ores seem to be complaining to each other about a few different things: 

• They should never have trusted that human 

• It was a bad idea working with other clans of ores 

• Never a good idea to work with sorcerer 

Once the ores become aware of the players, they will attack and fight to the death. This should be a relatively 
easy fight seeing as none of the ores escaped the earlier battle unscathed. 

After the battle, a Search test (TN 5) will reveal three different insignias on the dead ores symbolizing the 
different clans involved. If insignias where found at the ore campsite, the ones found there match two of the 
three insignias on the dead ores. 

As the players are getting ready to leave, a fog rolls in over the path back to the village. Out of the fog steps 
Smythy, the blacksmith. He has an evil grin on his face. His voice sounds oily as he addresses the players: 


Let the mayor know that he needn't worry about his village. You have just slain the last of the 
marauding ore horde that had destroyed so many villages. I should thank you for finishing what 
they began on each other, even though it will cause me a set back. Not to worry, it will only be a 
minor one. 

If they had only accepted me back as their leader they would still be alive, and by now you would be 
dead. But nothing lasts forever [he lets out a chuckle at that], and while they were a tool, they were 
a blunt tool at best. 

If he was successful in retrieving his coin purse, he reaches into a pocket and pulls it out. Holding it up so that 
the players can see it, he continues: 

One last thing I should thank you for is helping me retrieve this. It is very special to me. 


With a wicked smile, he steps back into the fog. A few moments later the fog dissipates and he is gone. 


Explanation 

The murder victim from the first part (HoF Issue 65) was no ordinary man. He was the most recent victim of a 
Vampire. This particular Vampire has been around since the end of the Second Age. He was used as a spy by 
Sauron and fled into the north when Sauron was defeated. 


After more then three thousand years he ran across some papers written by a lore-master. The lore-master was 
researching how to prolong someone's life span. The papers did not give any specifics on how to prolong life 
but it had some cryptic clues where more information could be found. 
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He searched many libraries for information on this lore-master and found a large quantity of information on 
villages that this lore-master travelled to. All of these villages are on the west edge of Gondor near the sea. 

He traveled to many of these villages and found that the lore-master had indeed left many books in the 
villages, but these books were mainly in private collections that he could not get access to. 

In order to get access to the various books he wanted without revealing too much about himself, he decided to 
hire several human spies. These spies would scout towns for him as well as steal some of the books he was 
interested in. He also enlisted the aid of a few different bands of ores. While the different bands of ores 
distrusted each other, they where willing to put aside their differences for the opportunity to destoy human 
villages. 

In order to cover the theft of some of the books, the Vampire ordered the ores to destroy the village where they 
had been housed. He also used the ore attacks to give him the opportunity to get into more closely-guarded 
libraries. 


The day before the murder, the Vampire arrived in the village where the adventure started. Once there he 
broke into the Mayor's house. Inside the house he found the book he was looking for. In order to keep the 
Mayor from knowing exactly what he was after, he also took a couple of the books, and a few trinkets. 


The theft of the book was not the only reason that the Vampire came to the village. He knew that his current 
body was getting to the end of it's usefulness. Wanting a new body that would be vital enough to hold his 
essence for several years, he surveyed the inhabitants of the village. He finally settled on the blacksmith for his 
new host. 


The Vampire invited the blacksmith, Smythy, up his room on the pretense that he had a sword that need 
repairs. As Smythy was examining the blade, the Vampire left the body that he was currently inhabiting and 
took over Smythy. Once he had full control of Smythy, he killed his former vessel. 

The Vampire then sheathed his sword, grabbed his pack and changed into a bat. Grabbing his pack and sword 
in his claws, he flew out the window. Once safely out of town, he changed back into human form and realized 
that he had left the coin purse behind. Wanting to have his mementos back as well as knowing that it could 
lead them to understand his true nature, he ventures to get them back. 

Between spying on the players as a bat and using human spies that serve him, he is able to determine which of 
the players has the coins. Once the players are on their way to the burnt-out village, he sends a messenger to 
his ores, arranging an ambush of the players. 

If the coin purse is just in a pack, the Vampire is content to steal the pack that contains the coin purse and 
retrieve it that way. If, on the other hand, the coin purse is being held by one of the characters the Vampire 
will attempt to take over that character long enough to have that character throw the coin purse to a point 
where the Vampire could retrieve it later. 

Whether the Vampire retrieves the coin purse, he returns to the ores. The ores are not very understanding of 
their master coming back to them in another body. Very quickly they attempt to kill him. The Vampire is able 
to escape the fray without too much difficulty. While in bat form, he sat in a tree over the camp and watches 
as the baser instincts of the ores ripped the fragile alliance between their bands that he had created, apart. 
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What’s Out There 


This is a list of Web sites along with Decipher's official Web sites. We have found they supply useful Lord of the Rings game information. 


THE HALL OF FIRE WEBZINE 

http://halloffire.org 

THE HALL OF FIRE WIKI 

http://wiki.halloffire.org 

DECIPHER'S LORD OF THE RINGS RPG HOME 

http://lotrrp 2 .fanhq.com 

THE MAD IRISHMAN 

http://www.mad-irishman.net 

THE LAST ALLIANCE 

http://thelastalliance.com 

RPG TOOLS FOR DECIPHER'S CODA GAMES 

http://groups.vahoo.com/group/rpgtools/ 

ENCYCLOPEDIA OF ARDA 

http://www.glvphweb.com/arda/default.htm 

FAN MODULES FOR MIDDLE-EARTH 

http://groups.vahoo.com/group/fan-modules 

THE STEWARD AND THE KING 

http://www.stewardandking.net 

THE TOWER HILLS 

httn://homeDage. mac.com/ieremvbaker/towerhills 

SCOTT'S RPG CENTRAL 

http://www.geocities.com/scott metz/ 

TREK-RPG.NET 

http://forum.trek-rpg.net/index.php 

CHRONICLES OF THE NORTH 

http://rpg.avioc.org/ 

CODA WEBZINE REPOSITORY 

httn://grouDs.vahoo.com/groun/coda webzine 

MERP.COM 

http://www.merp.com 

OTHER MINDS MAGAZINE 

http://www.othermindsmagazine.com 

THE ONE RING.COM 

http://www.theonering.com/ 

THE ONE RING.NET 

http://www.theonering.net 




Calling All Gamers! 

Interested in submitting... 


A mini or side adventure? 
New creatures, or fell beasts? 
New Orders or Elite Orders? 


Racial / Order packages? 
NPC's? 


Weapons / equipment / magical items? 
Fan Art? 


If so, write to us for details on submission submissions@halloffire.org with 'Fan Content' in the subject line. Please include your 
name and/or pseudonym (handle/online identity) and email address(es) with which one of our editors may contact you. 


Please note that if you would like to submit a mini-adventure, Decipher will not consider it for publishing. 

Fancy yourself a writer or artist and would like to contribute to the webzine? 

If so, write to us at submissions@halloffire.org with 'Writer' in the subject line. One of the editors will get back to you with details about 

writing for THE HALL OF FIRE. 

Want to know what the submission guide lines are? 

Visit http://wiki.halloffire.org/Submission Information for the current submission guide lines. 

If you would like to post an advertisement for: 

• A local or online RPG that you are hosting 

• An RPG convention or tournament 

• Or any events pertaining to The Lord of the Rings RPG 

Write to us at ads@halloffire.org with 'Ad' in the subject line along with your advertisement. The advertisement must be less 
than 100 words and any graphic to go with it must be no more than 1' x 1'. 
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